pgprinamancncgy 


BS acident/Pub . 
On The | 2 ob . 
World of Sloe VP 
™ 
+The Gathering 
oy VE 
Tales and accounts of the noble deeds of the = 
Angels of Serra have been told on countless : 
worlds in the universe of Dominia. The story P : 
unveiled in this tome is but one of many set ss ue 
on the nexus world called Dominaria, but olle 
most agree that it is one of the most beloved. olape 
Though no one knows when exactly it was 0 ge 
said to have taken place, most scholars agree ; - 
that it occurred some time after the World s Edito 
Spell which ended the Ice Age ... and some : ¥ nd 
time before the Summit of Minorad, which : 
commenced the current age. Clearly, the 
story has since been...embellished. : ase 
Writer 
Margaret Weis ; : 
Artist ‘ ope 
Rebecca Guay ‘ 
ct @ G 
Letters . : 2 E 
Jade Moede Ss ediand 
cs ; De 
“Magic Galle sire 
Edited by Jeof Vita 
“The Dragon Lady” & 
“Her Destiny's the Cards” 
Written by Matt Forbeck » Steve 
Graphic Design Editorial Pages - ; J iec 
Kenny Martinez - j 
Assistant Editor acta be 
Jeof Vita Dominia Co 
ate = DIZe 
Armada Line Editor oord ° 
Jeffrey Artemis-Gomez | Paul Peterso 
Editor-in-Chief oa . 
Bob Layton a g ‘ 
Serra Angel created by (ees ; é 
Richard Garfield & Doug Shuler § : : : 
SERRA ANGEL ON THE WORLD OF MAGIC: THE GATHERING" Vol, 1, No. v A 4 d 
4 AUGUST, 1996. ©1996 Wizards o/ the Coast, Inc. All rights reserved. 
Published under exclusive license by ARMADA™, a division of Acclaim 


Comics, Inc, Steven J, Massarsky, President, Office of Publication: 275 
Seventh Avenue, New York, NY 10001, Magic: The Gathering Is TM & ©1996 
Wizards of the Coast, Inc. All rights reserved. All characters herein and the dis- Ky 


Armada is a trademark of Acclaim Comics, Inc. No similarity between any of Ls 
the names, chatacters, persons and/or |nstitutions in this magazine with those 

of any persons living or dead, or any institution Is intended and any such sim- 

ilarity which may exist is purely coinc dental, PRINTED IN CANADA, 


tinctive likenesses thereof are trademarks of Wizards of the Coast, Inc. [ ae 


nine Matiner 


Me 


THIS IS MY 
HOME! \ NAS 
BORN HERE! 

RETURN TO 

YOUR POST! 


COWARDS! 
COME BACK! 


SOMEWHERE IN THE 
WESTERN DOMAINS. 


I'M SORRY, 
MY LORD. 


THE WIZARY 
PREVGAR'S ORE AD 
FORCES ARE 
ACVANCING! YOu 
MUST FLEE My 


GAR. TALI 
Lich]e. Che ve 


WhO S 


STRIKES... LIKE A 
FORCE OF NACURE 


: YOU ARE 
BEATEN. ANDO 
TALS: SHALL 
BE MY 
TREASURE. 


GOBLINS... 
TOO MANY. 


ON MY 
FARENT'S 
GRAWE, I 

VOW THAT I 
WILL RETURN 
ANO CLAIM 
WHAT IS 
RIGHTFULLY 


OREYGAR |S 
TOO S7RONG! 
T AM FINISHED. 


NO MATTER 

WHERE I GO, 

PART OF MY 

ACMEL AVP 

WILL GO WITH 
me! 


EVERY DAY I'VE 
WATCHED YOU, 
DOREYGAR...! 


WITDIN WHAT WAS 
ONCE ALDON'S CASTLE. 


THE BOSS HAS 
STRUCK IT RICH 
THIS TIME! 


pope alannah 
e 


OREYGAR 
WILL COWSOME 
EVERYTHING | 
OWN. WHEN_THAT 
IS GONE... 


HE WILL 


MOVE ON TO. HIS 


NEXT WICTIM, 
LEAVING RUHV 
BEHINO. 


OREYGAR_WILL 
OO TO ME WHAT. 


HE HASOONE TO SO 


MANY OF MERS. 


THOUGH 
IT MAY COST 
ME My LIFE, 


| WHE STOP 
HIM! 


THIS 


Y 
rae | 
OXY 
DORE 
Soge 
Na 


«AND THE 
MELL! MORE 
PERFUME. 


WONDERFUL 
HAN THE 4/NEST 


S 


IT REEKS OF 
VENGEANCE! 


Q 


GWE is 


; 
| 
A 


WELL ei 
SUCK YOU 
INTO OUR 
DARKNESS! 


WITH YOUR 
HELP, | WILL 
RECLA/HN NHAT. 
\S RIGHT FULLY 


SACRE 
GROUNO FROM 
MY PARENT'S 
GRAVE! THIS 
WILL ACO TO 
MY POWER! 


"SO BEAUTIFUL.AT REMINDS 
ME OF WHEN | WAS YOUNG. 
WHEN My MOTHER LIVED." 


DAYS HAVE 
PASSED 


RISE, SIR 
WIZARD. | AM 
HERE TO 
SERVE YOU. 


HE IS! 


: How 
YOU ARE C CHARMING 


THE MOST. 
BEAUTIFUL 
WOMAN | : 
HAVE EVER i ME SIR, 
SEEN! ( WHAT IS 

: YOUR 
DESIRE? 


NO! | AM 
YOUR 
SERVANT! 


ONLY YOUR 
BLESSING. YOU 
WILL CHANGE 
MY FORTUNE. | 
KNOW IT! 


, 7 | CANNOT 
1 CHANGE YOUR 
FORTUNE. YOU 
| FELL VICTIM TO 
EVIL, A FATE 
\ THAT HAPPENS / 


HORRIBLE 
IMPANIONS! 


dl 


ME TO SEE YOU 
PREPARING TO 
REPAY EVIL WITH 

La. 


- ~< 
BUT IT GRIEVES i, 


THE FIEND 
OREYGAR S7QLE 
MY CASTLE AND 

MY FORTUNE! | 
Wy eae RIGHT 


YES, IF_ THAT IS ALL YOU HAVE! 
LET DREAMS BE THE MORTAR 
THAT S/VES IT TOGETHER. 


HA! WITH 
WHAT? SswaAMe Ye 
BUILD 
ANOTHER 
CASTLE... 


, I'VE 

FORGOTTEN 
HOW TO 
OREAM. 


/ COME WITH : : THEY WILL BE 


HERE WHEN YOU 
Feacw You RETURN. 4- 
DREAM THAT |S WHAT 
A YOU WANT. 


2 


lintene ro) YOU HAVE LIVED 
BRIGHT OUT TOO LONG IN 
HERE! IT HURTS LARKNESS. SOON 
MY EYES. IT WOULD _HAVE 
@LINCEC YOU 
UTTERLY. 


TO SHOW _YOU 

A WORLD yOu 
WILL NEVER SEE 
THOUGH THAT 

EVIL AMULET! 


"THE ANGELS OF SERRA CALL 
YOUR WORLO DOMINARTA, THE 
WAEEL. WITH ITS EVERY CYCLE, 
THE HOPES ANDO DREAMS OF IT. 
PEOPLE TOUCH A 7HASAND 
OTHER WORLOS ACROSS THE 
VASTNESS OF THE UNIVERSE. 


"YES, THERE 15 EV7/Z_ UPON IT..BUT 
THERE IS ALSO THE WOBIL/7¥ OF THE 
ANIMALS WHO TREAD ITS PLAINS. 


"| PRESENT YOU TO THE 
KING OF THIS SAVANNAH... 


AND HIS. 
QUEEN ANDO 
PRINCE!" 


Li =F 
"O'ER THE MOUNTAINS OF 
SATYAM, FLY THE MIGHTY 


LRAGONS-- THS ONE 
i YOUNG ANDO FULL OF LIFE! | 


NICE 
WEATHER 
WE'RE 
HAVING... 


WHAT DO YOU 
EXPECT? \'M STILL 
LEARNING! 


"THESE PHANTASMNAL FORCES ARE 
THE VERY ESSENCE OF HEROES LONG 
GONE FROM THIS WORLO.THEY RETURN 
FROM THE FAR CORNERS OF THE 
OREAINREAL/NS TO MEET ANY 
CHALLENGE." 


"AND_THIS IS THE LIEGE 
OF GAEA HERSELF. THE 
LIEGE IS A SPIRIT OF 
THE FOREST. INDEED HIS 
VERY POWER COMES 
FROM ALL THE GREEN 
YOU SEE AROUND US." 


"COME FAR TO THE WAR7TA, 
ALDON, ANDO MEET A MAN 
WHOSE SPIRIT |S WORTHY 
OF THE SERRA THEMSELVES!" 


7 THE OR 
IRONELAW HAD 
ME SURROUNDED: 
CLAMORING OVER 
THEMSELVES AS IF 
PALLAOIA HORS 
HERSELF HAD 
ORIVEN THEM 
TOWARD ME! 


"BUT | AM A PALALCIN, AND 

WHATEVER FEAR LURKED IN 

MY HEART HAO 7HE/V TO BE 
SQUELCHED!" 


'| USED MY TRUSTY 
LANCE, WHICH HAS 
NEVER FAILED ME." 


SOME OF 
THEM ARE 
PROBABLY 
SITLL 
RUNNING... 


: : "AND NOW, TO THE ROLLING FIELDS OF 
| SH/KAR, WHERE THE ARCHERS OF || 
CALTHYN ARE HOLDING A CONTEST." |] 


MAM 


WHERE ISN | THE 7@EE? HAH, 
THE ZARGET, ) | | ] HAH! HANGING ON Wy QUR_ARROW 
ats . = phe TREE I> a STRAND IN TWO 
: See TRANG TAP Ie THe 
AN ELF MAID. TARGET! 


% Poe. / THAT TREE? | 
oe (CAN BARELY 
| SEE IT! 


ONLY TWICE 
TODAY. MY AIM'S 
HAVE YOu OFF. 


417 THE 
TARGET? 


THERE |S 
GO}O IN YOU, 
ALDON. | SAW 

IT IN THE 

TEARS YOU 
SHED, AND 
THE JOY 
WE'VE 
SHARED. 


| HAVE NEVER 
FELT THIS WAY 
ABOUT A MORTAL 
BEFORE. 


THANK YOU. THIS 
HAS BEEN THE 
MOST WONDER ELL 
DAY OF My LIFE. 


EVERY NIGNT. 
ALDON SUMMOMS 


ThE SERRA ANGEL. 


Hes 
REDECORATING 
WITH A é S 
SLEDGEHAMMER. ‘ 


I'LL LOOK IN 
ON OREYGAR 
TOMORROW. | 
PROMISE. 


C 


WE MUST 
FIGHT ANO 
LL 


ORDER TO 


| ; % eS ot ANGEL'S MACE 
I'M STARTING TO : oe 
DEMATERIALIZE. atl a HIM WEAK AS A 
'"\ A SHALOW ~<a 7 a as KOBOLD. 
OF My FORMER _ ef 

BELFRY oS 


WE'VE GOT 
TO LO 
SOMETHING... 


THAT 

~  DREYGAR! — <a 

— NOW 7HERE'S Se 
A WIZARD! 


THE NEXT 
NIGNT.. 


ALDON'S FINGER 
FONDLE THE AMULE 


YOU'RE A 
SERRA ANGEL? 


MY SISTER'S. 
TOLD ME ALOT 
ABOUT YOU. 


aml ~~ 
“| AMMORE ~ 
( POWERFUL THAN 


Sa My SISTER. 
a: 


es OF 
» SEARING. 


— 


NO, THANK _~ - Wey, j 
yOu, Ive mace j 4g | WILL 


OTHEF? PLANS... CHANGE YOUR 
@  » FORTUNE! 


(4 


WHAT MUST 
| 00? 


THIS i 
ONE NIGHT, | 
BE MINE! 


t 
i 
i 
4 
i 
a 
t 
i 


e ife eee <p 
a 


ee a 


FOLLOWING 
Eve. 


THOUGHT YOu 

MIGHT LIKE TO 
| SEE YOUR 
. AMOME AGAIN! 


BROUGHT 
ME TO MY 
CASTLE! 


“OR SHO DREYGAR! 


| SAV REY EAR'S Tee eee! WHERE 1S HE? 
H 


Bre ee pos 
a mc wg COREY GAR! 
WHERE ARE 
YOU? | AWE 
THE POWER 
NOW--/ 


CMALLENGE 
YOU! 


WHERE'S 
DOREY GAR? 
TAKE ME 
TO HIM! 


( 


HE'S NOT 


OREY CLR! 
LSUR FER! 
COME AND 

FACE ME! 


HE'S GONE TO 
RAIO THE VILLAGE. 
THERE--YOU CAN 
SEE THE FLAMES. 


WHO AM | 
KIDDING? I'M NOT 
S7RONG ENOUGH 
TO BATTLE A 
FOE OF THIS 
CALIBER! 


YES yOu 
CAN. YOU 
\ HAVE Many 
] ALLIES. 


THE 
COWARD! 


LEO THE AN we ~ 
ALSO “My SISTER 
f Sn de : OF THE PLAINS ; JUST ACOGRES 
ASK My y 
INCARNATE. SHE HAS am CASTLES! 
Pier FOR. A WARR/OR'S SPIRIT. 
ee ie Fe IE THE 
4 v ia oe 
' SEALNCG \. GAUSE \S JUST. 
DELICATE, TOO . 
WONDERFUL! 


SHE WILL 
SLAY YOUR ENEMY. 
YOU WILL HAVE YOUR 
CASTLE ANE YOUR 

RICHES BACK. 


THIS DAY 
| WILL 
SUMMON 
HER. 


SHE'LL BE 
PLEASED... 


BACK IN 
ALDON'S NOVE! 


WE'RE GOING 
ONLY ONE PLACE 
TODAY--TO FIGHT 

OREYGAR! 


SHALL WE 
GO? TODAY 
| THOUGHT WE 
WOULD VISIT THE 
MERFOLK... 


YOU_HAVE 
BROUGHT LIFE 
ANO BEAUTY TO 
| A PORTION O 
THE WORLO TH 
WAS DARK AND 


/ USE YOUR POWER 
ANO AUNE TO FIGHT 
FOR O7HERS. THAT 

WILL BRING YOU 
7RUE WEALTH ANDO 
HAPPINESS. 


LAMA 
WARRIOR. 
SPIRIT. \ Wile 
FIGHT FOR YOU, 
IF THAT IS YOu 
COMMANG... 


/ BUT LET ME * 
FIGHT OTHER, 
bag? = WORTHY 


RICH AGAIN. 

"LL DEVOTE 

MYSELF TO 
HELPING 
OTHERS. 


ANO WAR 
THROUGH THE 
MANA OF THE 
SWAMPS, AND 
THEY WILL END 

UP LIVING 
THROUGH YOU/! 


SHE 
TAKES YOU 
FOR A 
WEAKLING! 


| COMMANC 
YOU_TO JOIN 
US--TO FIGHT 
OREYGAR! 


CREYVGAR! 
LEAVE MY 
CASTLE NOW 
ANO_| WILL 
SFAIRE YOUR 
earthed 


SOUNDS LIKE 
SOME 7MIEF'S 
TRYING TO BREAK 
INTO_MY CASTLE. 


GO DEAL WITH IT_ A. 


HANO ME 

ANOTHER 

BUTTERED 
ROLL. 


YOU HAD 
YOUR CMAIVCEE, 
OREYGAR! NOW 

YOU WILL OIE! 


_— 


THERE AR 
TOO MANY OF 
YOUR KIND ON 

» THIS WORLD. 


| DON'T 
THINK SO... 


od, 


is 


| CAN'T 


YOU MUST 
0O BETTER 
THAN 7AS, 

OREYGAR! 


SCATHE 
ZOMBIE... 


THEN 4/GA7~ 
THAT WHICH 
COMES FROM 
BEYONCE THE 
GRAVE! 


YOUR CIRCLE 
CRUMBLES, 
VILLAIN! 


WATT: 
WHAT HAS 
HAPPENEC? ) 


% boy 


SERRA! 
WATCH OUT! HE'S 
SUMMONING -- 


yOu \f YES, FOOL! K/L - 
‘OREYGAR! ANGEL. MLL THEM hy SN “one 
! : " h LOOKED 
: BOTH! . . FORWARD 7O 
THIS MEETING, 
SISTER! 


aay 
a : YOU ARE NO 
AHR AP if ee Yeu are Serer 
TRAP! : : | 
hae 2 ONLY TO EVIL! 4 


WE HAVE 
ALWAYS £0387 
TO YOU, SERRA. 


BY SOME TWIST 
OF NATURE...YOU 


ARE THE 
STRONGER. 


NOT WITH 
THE AID OF 
COREY CARS 
SORCERY! 


MY NOBLE 
WAR SPIRIT. | 
NEVER MEANT 
FOR THIS TO 
HAPPEN! 


" —£ Bias js 
MY BLESSINGS. 
ANDO MY LOVE. 

GO WITH YOU. 


DON'T WORRY. 
YOU TWO WON'T BE 
FARTEC LONG! 


THE L1GAT.. 
BLINDING. 


THE MOUNTAINS. 
THEY'VE SLIPPED 
FROM MY GRASF. 


A’ FEW MONTH: 
LATER 


CRUMPETS? 
BISCOTTI? 


YEAH, 
| THINK 


FEATURING INTERIOR ART 

. & EXCLUSIVE “ALLIANCES” » 
_ #& B * mHEGATHE PAINTED PREVIEW-CARD BY 
fe LIMITED SERIES BILL SIENKIEWICZ | 
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re 


cO-exi ting, in the same universe, but concei 

Jeof Vita ably” on very different planes of reality. The 
Assistant Editor power of all magic on these worlds emanates 
from the very lands that comprise them.) 
Wizards draw mana from the forests, moun-_ 
tains, islands, plains, and swamps, which 
_ grant them the Pp summon, to ensorcel,” 
y. Each discipline has” 
~aknesses, but all are’ 


} 


Jeff Gomez ie) of life, death, and > 
Armada Line Editor aheae i 
| For fantasy fans, th 
i trading card game ie 


tell tales of heroes with each card. A hero is revealed, comple 
_ with strengths, weaknesses, fears and foibles 
aI; villain rises to challenge him and uncove 
war. “Ghiidren lister ‘intently | \ is hidden secrets that change the entire perspec-> 
opened oe befor He eye ese fables _ tive of the game. Each card acts like a door that, 
are passed down from one generation to the when opened, invites you to journey further. 
next, in hopes that they m nt ; en, as the game is played, that player) 
inspire, but most important gines a personal tale, a dramatization of the— 
One of sin most tipi! { ents as dealt from the decks of cards. ; 

‘hat is where we at er come in. hp are "" 


i) the vast universe of Domin a, fathers it is easy to obe denn into the: sto! Vy that unfolds. 


have ist siiivod but one 2 of Ke Pan tales. 
“Born with wings of light and a sword of 
fal this parce incarnation embodies bot ete that Denil his to oes It is our? 


anslate these secrets into Stories and 


creature is as revere a feared: 
Ange x eas bem of we 


shape and ae by wes magi 
pose is to oe the ane sca and if ne ne 
lay of a noble fers, an s hot 4 Lae 

u Epossible), gives u 

ut the universe of. 
another will call, an i 
bon anew, — 


sonth, the worlds of 
5 an this nas ‘pies on 


‘been 
creatures that inhabit the ric 


(he Gathering. Dominia is hom 
of plan which are De wit 


/Attacking does not cause Serra 
Angel to tap. 

Born with wings of light and a sword 
of faith, this heavenly incarnation 


H 


tthe Conn, Inc. The white mana eptabbol (we) ’ 


Hello planeswalkers! My name is Shawn F. Carnes, 
one of the tried and te ted rules gurus for the Magic: 
The Gathering tradi ne here at Wizards of 
the Coast. This tim get a chance to take a 
look at the long awaited gel graphic novel, as 
written by none other tha wned fantasy author 
Margaret Weis! Indeed, this is a special treat, as not 
only do we get to see Margaret in action, we get an up- 
close and personal look at one of my favorite cards, the 
Serra Angel as painted by the incomparable Rebecca 
Guay. As always, I will comment on the 
action as it unfolds in the story, 
as well as give you a perspec- 
tive on how everything relates 
back to the its source and inspi- 
ration, Magic: The Gathering. 

_ So, without further delay, let’s 

soar with the Serra Angel! 


Before we begin, I should point 
out that this tale is, as the title 
suggests, a Fable of Dominaria. 
Certain events may have been 
altered as this was passed down 
from generation to generation. 
(The tragic story of Serra herself, 
by the way, was recounted in 
Armada’s first prestige comic, 
Homelands on the World of Magic: 
The Gathering) All in all, however, 
it is a tale of human struggle and 
divine intervention and what hap- 
pens when man falls prey to his own 
darker side. 


The story opens with the human, Aldon, who has been 
witness to the devastation of his homeland by the dark 
forces of Dreygar. Aldon is an accomplished wizard in 
his own right, but apparently is no match for 
Dreygar’s forces. The first battle we witness is between 
Aldon and a rogue Force of Nature. Aldon has gotten 
the worst of the exchange, and struggles to escape with 
what little magic he has left. Aldon casts a small 
Lightning Bolt and connects. To the Force of Nature, an 
8/8 trampling creature, a Lightning Bolt from such a 
igician may as well be an itch to be 
scratched! However, Aldon’s bolt strikes loose the 
Force's amulet which Aldon quickly recovers. Sensing 
that he is heavily outmatched, Aldon makes a hasty 
retreat into a cemetery to try and lose his assailants. — 

Beaten and tired, Aldon weeps in the cemetery and 


ek. Aldon unconsciously summons a Serra Angel 


enacts a ritual which subtly and perfectly captures the) 
essence of Magic: Beneath the statue of a Serra Angel, 
Aldon scoops up some of his homeland’s earth into a 
vial and swears that he will reclaim his land. In Magic, 
a wizard’s power is born of the very land underfoot. A} 
wizard who does not know his land, cannot wield hi 
magic. In Aldon’s case, this land will be the source of 
his next set of spells. 


Back in his laboratory, Aldon can 
feel the dark, corruptive power i 
the amulet he wrested from 
Dreygar’s thugs. It is this powet 
that surges through him as Aldon 
takes some of the muck he scooped) 
from the surrounding marshes and 
shapes a Sengir Vampire, a Bog 
Wraith and a Frozen Shade fof 
himself. In game terms, these 
black creatures have been “sum= 
moned” from the murky depths 
of the swamps, each a mani- 
festation of black magic, which 
Aldon has apparently taken 
the time to study, Again, this is) 
a unique take on Magic and) 
its applications. | 


_ I must point out here that there 
_ is a common misconception, 
that, in the universe off 
Dominia, black magic is inher= 
evil. This is not necessarily the case, 
imply what it is. The world of Magic: 
The Gathering is a cycle of life, death and rebirth. Black, 
magic fulfills death’s role in that cycle. However, blac < 
magic can easily corrupt those without the discipline e 
or moral fiber to use it. The magic of the swamps offers, 
enormous power at great sacrifice. If one were to try, 
and tame black without understanding its demands, 
then trouble looms! 


Aldon comes dangerously close to this point until he 
spies the vial with his home’s earth. Clutching the vial’ 

Idon remembers his home, his parents and his’ 
for a moment, turns away from the 
hich threatened to consume him. At that 


his own version of a guardian angel perhaps, to his) 
side. The Serra Angel is called by Aldon’s pure spirif 
and good intentions, and (in the tradition of Margaret 


‘Weis’ finest fantasy) she is determined to allow him to 
dream again. 


The Serra Angel is perhaps one of the most famous 
ards in the entire game of Magic. She’s a white crea- 
ure, which costs 2 white mana and 3 mana of any 
/other color to bring into play. She’s a 4/4 creature, 
meaning that she can take as much punishment in 
ombat and the like, as she can dish out. She is also a 
ying creature, and has the special ability of not 
apping when she attacks. This means that she is ready 
© defend (by not being tapped) even if you attack 
ith her! 


n many ways, the Serra is an absolute gem to play 
ith if you use white. First off, she’s quite a bargain at 
white and 3 colorless. Many other white creatures at 
he same cost, or even more, don’t do what the Serra 
Angel does. As a result, Serra finds herself not only in 
any people’s play decks, but many tournament 
ecks as well. She’s economically sound to use. She 
lies, meaning not only can she block all creatures 
unless protection from white comes into play), but 
mly flying creatures or those crea- 

res with a special ability to block Sengi 
ying creatures can stop her. Finally, 

he fact that she does not tap when 
he attacks makes her perfect to 
efend with, even if she attacks. 
he also is immune to the effects of 
hings like Meekstone, an artifact 
hat forces creatures of a power of 
} or greater to remain tapped if 
ey become tapped. Just be care- 
ul not to get her tapped! 


ir Vampire 


e Serra Angel is a great card by — 
erself, but really shines when 
he is used with some other 
ards. Crusade is such a card, 
vhich makes all white creature 
play +1/+1. A few Crusades 
play will oe those Serra 
ngel’s you're playing that 
ra boost. If you are looking . ug, Angon M piddocks 


a 
Summon 
. 


| 


hi ‘lying 


‘fidd atl/+y COUNLeY 
AMpire each time a 
PUt Into th ’ 

p fun Senpi 


mpanion for Serra Angel, I’d recom- 

nend looking at the Savannah Lions (also shown in 
he story)—2/1 white creatures that cost just 1 white 
nana to bring into play. Finally, there is a white 
nchantment called Spirit Link, which costs 1 white 
nana, and, when played on a creature, gives you as 
nuch life as the creature inflicts in damage. Note that 
s also includes damage from special abilities above 
d beyond combat. Mind you, a Spirit Link’ed Serra 
ingel is quite a fearsome sight in combat, gaining you 
our life if she attacks! 


he Serra Angel first appeared in the initial run of 
gic: The Gathering (called the Alpha edition), and 
been in every edition of the basic deck thus far. The 
ginal art for Serra was done by Doug Shuler, though 
ny artists have since offered their interpretations. In 
t, Rebecca Guay, the artist for this very tale, has ren- 


© Blaveyard t 
r Vampire dam, 


or an inexpensive ground nirerved 


dered a version that we at Wizards of the Coast liked 
so much, we chose to use it in this book’s accompany- 
ing Serra Angel oversized card. By far, the Serra Angel 
is one of the true icons of the game, with many artists 
and players being able to easily recognize her. 


But fighting is not all that Serra is about. She 
represents purity of deed as well as purpose. 
Unfortunately, Aldon succumbs to the temptations and 
the corruption of black magic when he gives in to the 
whims of the Fallen Angel. (Not Trine, whose story 
was recounted in a previous prestige format volume 
from Armada, aptly titled Fallen Angel—A Magic: The 
Gathering Legend. This is another of the misbegotten 
Serra who have been caught in thrall to the Horned 
Halo.) The fallen one tricks Aldon into using the Serra 
Angel to fight his battle with Dreygar. His lust for 
vengeance fired, Aldon agrees and binds the Serra to 
his bidding. In Dreygar’s keep, Aldon learns that the 
Fallen Angel has set him up. Dreygar unleashes the full 
power of the swamps against Aldon, while he stands 
protected in his Circle Of Protection: Black. The pow- 
erful Serra has no trouble dispatching Dreygar’s forces 
until the Fallen Angel herself steps up to the plate, (An 
Se aica la, rematch, after the gory 
“060° 39 confrontation in the Fallen 
“Angel book, no?) The Fallen 
Angel by herself is a 3/3 flying 
"creature who gains an addition- 
al +2/+1 for every creature sac- 
rificed to her. In the story, the 
Fallen Angel does not sacrifice 
anything, but could conceivably 
have been enchanted with sever- 
al Unholy Strengths, pumping 
her up to well beyond the Serra’s 
power. If that is so, then Dreygar 
was wise to keep himself in the 
_ Circle of Protection: Black just in 
_ case the Fallen Angel decided to 
come after him! 


it 


To Aldon’s chagrin, the Serra Angel 
falls in battle, fulfilling her prophe- 
cy that black magic would eventual- 
' ly consume Aldon, Aldon tries to 

right things by taking the Serra’s 

sword to the Fallen Angel and 
Dreygar himself. In the end, however, though Dreygar 
and the Fallen Angel are killed, Aldon still feels as if he 
has lost this day. 


aa 
aged it, 


4/ 4 


Allin all, it was nice to see Serra represented in such a 
flattering light. She is one of the most fantastic cards in 
the set, and many stories have been written about her, 
Players of the game and fans of the Dominia universe 
alike both find her to be an incredible creature, rich in 
both game play and story. 


Until next time, may the power of the Serra Angel be 


yours to unleash! 


Serra Angel on the World of 
Magic: The Gathering was not 
Margaret Weis’s first writing assign- 
ment. 

Long-time fans of fantasy and 
gaming immediately recognize her 
as the co-author (along with Tracy 
Hickman) of the — first — 
Dragonlance. trilogies: the Dra 
lance Chronicles (1984). 
Dragontance Legends (1985). These 
books were the first serious attempts 
at writing novels that shared the 
setting of a popular adventure 
game: the Dragonlance world 
designed for Advanced Dungeons 
& Dragons. 

All told, the best-selling 
Dragonlance novels have sold 
over 12 million copies 
worldwide and been 
translated into Japanese, 
French, Spanish, Danish, 
Italian, German, Finnish, 


Since then, Weis has 
co-authored three other 
series with Hickman: the 
Darksword fantasy trilogy 
(1988), the Rose of the © 
Propliet fantasy _ trilogy 
(1989)—which featured 
companion paperback, 
Darksword Adventures, which con- 


cycle (1990-1994), as 
fantasy series, - 

On her own, 
the Guardians se 
saga that currentl : 
Together with her significant other, 
Don Perrin, Weis is penning the 
Mag Force 7 series, which follows 
the adventures of a team of 
mercenaries introduced in the Star of 
the Guardians, 

Besides being a prolific writer, 
Weis is an active entrepreneur. She is 
part-owner of a game store in Lake 
Geneva, a place from which she is 


games. If you've s« 
nas or ae 


An Interview with Margaret Weis 


by Matt Forbeck 


able to keep her fingers on the pulse 


of the gaming industry. She uses this: 


knowledge in her role as president of 
Mag Force 7, a game manufacturing 
company that has thus far. concen- 
trated entirely 


e Tohelf as Mage: | The 


es ou’ve already got a pass- 
ing acquaintance with Weis’s 
products. 


W(( 
vf 


F An 


iy 


in Creative Writit 


Missouri at Colum: 
that, she worked f 
advertising direct 
Publishing Hou: 
befor 


Dragonlance novels with Hickman. 
After the books rocked the worl 
of fantasy literature, she left TSK 
to devote herself to writing ful 
time. q 
Since then, Weis has made her 
mark upon fiction with her origina | 
works, as well as writings set in 
“other people’s playgrounds.” And 
even though there have been some 
bumpy roads along the way, she still 
returns to the world that made her 
famous: Dragonlance. TSR recently” 
released her and Hickman’s latest 
Dragonlance novel, Dragons of 
Summer Flame, in hardcover. Expect 
the paperback out this summer in 
time to coincide with the release 
w Dragonlance roles 
playing game, TSR’s first new 
fantasy roleplaying gar 
since the much bally-hoo 
revision of Advanced 
Dungeons & Dragons. 
Weis and Perrin live in 
an honest-to-goodnes 
barn outside of Lake 
Geneva with two cats 
and three dogs, one of 
which (Sasha) did her 
best to get as involved 
with this interview as 
possible. 


The first question is, 0 
course, how did you get start: 
edasa be 


yeoniogae 


The standard answer is that Ive 
been doing this all my life, but I kind 


_ of have. Even when I was a child, 1 
Born in. 
Independence, Missouri, on Mare 
16, 1948, Weis got her Bachelor of 
_ Arts 
Literature from the U 


was a Storyteller. In fact, my kinder= 
en teacher—this was in the days 
wh kindergartners took naps o 

> floor and all that sort of stuff— 
she used to put me in front of the 


classroom, and | would tell stories 


while she did her paperwork. j 
Being a storyteller just sort of 
translated into the writing. It just 
emed to follow one right after 
- other. 
Writing was my major in college, 
nd after | graduated | got a job as a 


ped at a small Paend 


ou get involved with 


been following their rise with 
reat interest because I’d been a 
reat fantasy fan, a great fan of 
olkien, as were a lot of people in the 
60s. I was reading Publisher’s 
Weekly, and they had an article on 


ath” books that she was 


its growth. 
I had a friend w 


ids involved, ‘80.1 learned about 


SR then, and then they had anadi in 


ditor—a game editor. 
I submitted my application, and 
» game department turned me 
n. They didn’t want me, I guess. 
e time, the book editor—Jean 
king for another edi- 

pa tment She knew my 

who i bappened 


vrite as well. I'd had several books 
ublished by that time in juvenile 
on-fiction, and Ray said, “There's 


er application.” I went up there fo 
n interview, and they hired me tha 


bout it because people criticized 
ragonlance from the very begin- 
ing, not because they’d read it 
n many cases, but because they 
ad an ax to grind against TSR or 
st because it came from a game 
ompany. They immediately decid- 
d it couldn’t be any good, and they 
idn’t even bother to read it. That 
‘Yeally irritated me. 


ose Estes and the “pick your own — 


he back of Dragon Magazine for an 


ppose it’s the old pee about 


merits. uld not be judged as 
part of a genre, and | think that’s 


whole range of literature today. It’s 
all being categorized. There are col- 
lege professors who refuse to let 


their writing students write fantasy 


or science fiction because it’s 
“trash.” That's ridiculous, 


Of course, Dickens w s criticized 


r in his day for writing - 


tion, as was Shakespe: 
to the masses. 


HANEDNOND ERGO esse Ru OAKAHNNUNEANY ERE GHOnAYSEHWMRTs serena en Hee eneaenay, 


You've gone from writing fiction 
inspired by games (Dragonlance) to 
writing fiction that inspires games 
(Star of the Guardians). How do 
these things differ? 


In wri ee that deals with 


argaret, and she’s already sent in b 


wasa series that [had always 


"wanted to write—for 10 years. The 


books were already written when 
he game was developed from them, 
as opposed to the books and the 
game developing at the same time, 
which is kind of what ei 
with Dragonlance. 


Does having your roots in 
affect your writing at 


I think so. I think 
we're very conscious 
because we're used 
world terms; in dese 
and making it as tealistic t 
er as possible, We're u 


it so that the ae group can 


what we're falling into with the — 


dents write fantasy or science | oa 
tion because it’s iipst That’ 


walk through it and have the feeling 
that they're really experiencing this. 


That really helps. 


_ Working really closely with the 
artists at TSR I think helped us a lot. 
That's something a lot of writers 
don’ t get t do. The author and the 

are kept at arm’s length, and 
of the time the author never 
about what goes on the 


cover or 

But weve been very lucky 
because we knew Keith Parkinson 
and Larry Elmore and worked with 
them. They taught us what they 
needed from us to give them a really 
good piece of art. I think that helped, 
and that got us thinking artistically, 
too. More visually. 


When you write, do you think 
about how a plot or a scene might 
work in a game, or do you just 
ignore that? 


AANUARAASARN NDA Rw OA EAM a DOF O EAA ONAL DARE SUHARUNGEAE CULE YMNEO TERE ES enone 


lignore that. 


There’s a syndrome called “being 
able to hear the dice rolling” when 
you’re reading something. 


I never did that. There had been a 
game book published before 
Dragonlance. That was the one by 
Andre Norton and Gary Gygax, and 
it was not a very good book. 


Quag Keep? 
Yeah, it really had the dice rolling. 


The characters even wore dice on 
their wrists, and it was just very silly. 


‘When we wrote Dragonlance, we 
didn’t want to have any feeling of 
_ the game involved at all. We wanted 


this to be a fantasy world that people 
ould enter and really feel they were 
in a different world, not a place 


where you'd be jerked back to reali- 
_ ty by something game related. 


Really the only relation the books 
have to Dungeons & Dragons is the 


_ names of some of the spells. I mean, 
_ Tanis certainly doesn’t check his 


THACO [To Hit Armor Class “0”— 
ed.] every time he goes into battle! 


en you write Poo 


' on’t. Like I said, Star of the 
uardian was something I’d wanted 
ite for a long time. I actually 
two books in that series written 
fore I came to TSR. They were bad! 
{Laughs] 

When I eventually sold the series 
to Bantam five years later, I just had 
to throw them out and completely 
rewrite them because they were not 
good. So, I wasn’t thinking about 
game terms at all with that. | 


When you and Tr ue 

write together, how doe: 
tionship work? Wh 
when a sit down ig 


The way it worked in the oid 
days—and lis started = with 
Dragonlance, oe because of our 
positions in the company. I had been 
hired as an editor, and my job was to 
formulate the Dragonlance plot that 
TSR was going to give to some big- 
name fantasy author. 

Like Tracy likes to say, they were 
going, to give this to some big-name 
fantasy author, and they weren’t 
going to pay him anything, and they 
re going to make up for that by 
ing him to. copyright. 
e never even 
eit agents just 


Meanwhile, I'd been working on 
this plot, and I’d just fallen in love 
with it and the characters. Tracy and 
I decided that we were ae! so 


g 
books, but at the same cae both of 


us were 
involved in the game, which was 
developing at this time, and I had 
my own editorial responsibilities. 

I did the writing because | could 
work at night and on the weekends. 
Tracy, therefore, was the storyteller 
and the reference point. He did the 
world building and everything else 


1 wonderful working re 


: Will Mag Force retain it's ic 
working. Tracy was 


worked with me on the plot and 
acters and all that. 

en when we continued on after 
e, we just sort of fell into 
pattern. I would do the 
he would be the story- 
teller. That’s kind of shifted now 
because one book has already come 
out of his own, and another’s due 
out in about three weeks. In fact, 
we're working on two series simul- 
taneously. He’s writing one, and I’m 
writing one, and then we're going to 
switch. 


It'll be interesting to see how the 
two finished products differ. 
Obviously the two. 


: Oh, he' S great! 


" What has Mag Force 7 done, and 


what are you working on now? 


We did the Star of the Guardians 
collectible card game, and we did the 
Wing Commander collectible card 
game, which ties in with the Wing 
Commander computer games from 
Origin. We've been hired by Fleer to 
do the Star Trek: The Original Series 
card game, complete with Kirk and 
Spock and everything, and that’s in 
playtesting right now. 

The most recent thing we've done 
is that we're merging with Thunder 
Castle Games [makers of the 
Highlander collectible card game]. 


How is this going to affect you ona 
day-to-day basis? 


Mike Sager at Thunder Castle is 
just a tremendous manager, as far as 
Tcan see. That’s his special talent, so 
I figure we'll let him do that, and 


as mene Ba 


Yes. Because - 
created and becat i 


Shield series we're doing for Del Ray. 7 


‘Darksword settings. Will you be_ 


we'll carry on with the creative end — 
_and go on from there. 


Epcot Center with my kids. We were 


world of fire and a world of water. 


I’m working on the sequel to the | 
Darksword trilogy. Tracy’s working | 
on the first book for the new Star) 


You already mentioned further | 
work in the Dragonlance and? 


returning to any of the other set- 
tings you've popularized? 


I'd still like to do another Rose of” 
the Prophet book, but that would” 
have to be a long way down the line. 7 
That would be the only thing I'd like > 
to do. : 
Of course, the Mag Force 7 books? 
are tied into the Star of the 
Guardians. The first one in that” 
series is just now out in paperback, 
It’s called Knights of the Black Earth. 
The second one, Robot Blues, will be: 
out in December. Don and | have the 
plot for the third one, but we haven't” 
started writing it. 


How do you go about starting to” 
build a world? Do you start out 
with characters or the setting? 


It’s been different so far for each of 
us with every series that we've done.” 
Dragonlance, of course, Tracy had” 
developed the world before he came) 
to work for TSR. With Darksword, 
that idea grew out of the fact that? 
with Raistlin we'd taken a world” 
from light to darkness, and with 
Darksword, we wanted to take al 
man from dark to light. Rose of the” 
Prophet, just because Tracy was’ 
reading Arabian Nights at the time’ 
and thought it would be lots of fun) 
to do an Arabian fantasy. § 

Deathgate was kind interesting) 
because that started with a character.” 
I'd always thought it would be fun) 
to start a book with a character that) 
was about to be executed, and he’s” 
given a choice. Look, I can save your, 
life, but you've got to go on this mis- 
sion for me, and the mission is so. 
horrendous that he really considers” 
going ahead and being executed! 

We came up with the idea for the 
different worlds because I was at 


een 


at the Living Sea exhibit, and hey 
had that whole business with earth,’ 
air, fire and water. It’s really neat,) 
and it suddenly occurred to me that 
that’s how we could do this series: a 
world of earth, a world of air, a 
T was so excited by that that I left 
the kids there, and I ran out. The 
guard let me out, and I found a pay 


e so helpful! That's how I 
l 


“Magic hhas changed the world of 
gaming? — 


I think it’s great. From what I see 

rid, and that’s a great advan- at our game store, we're seeing kids 
to a writer. We've got to think who are playing Magic that would 
never have gone into a game store 


the store, they re pla 


ids get ae with 
ames, and they” come 


into She back and watch the mechs 
beat up on each other. They go, 
“Hey, that’s cool. Can you teach me 
how to play this game?” Or they go 
from there into D & D. 

I think it’s been a real shot in the 
arm to the entire gaming industry. 


The plot has to be a lot simpler, 
can’t fit in a really compe 


ou Ave to be able to tell the sto 
Pe ecfures without a lot of dialog 


meet them and talk to them. 


of the people out — 


think about how — 


_ otherwise. But because they’ re inter- 
ested in Magic, be ie coming into — 
ying Magic, and 


ters. Jeff Gomez and the Wizards 
gang really gave me free reign on 


where to take the plot, and that was 


se ee How 
4ings affected the kind 


1 think every life experience 
affects your writing. If it doesn’t, — 
you're not drawing off the life expe- 
riences the way you should be if 
you're a writer. 


What do you see yourself doing in 
the future? 


Well, I pretty much like what I’m 
doing now! [Laughs] The one thing 
about suddenly being confronted 
with cancer is that you tend not to 
think in terms of 30 years from now. 
You tend to think in terms of lad a 
few years. 

Everything's going eal Well, 
and I've got a great prognosis, but 
you come face to face with your own 
mortality. Life is a now! 


Do you have any ave be an 
aspiring writer who might want to 
follow in your footsteps? 


Be patient. My agent, Ray 
Peakner, who died several years ago 
of cancer, used to say it takes ten 
years from when you first seriously 
start writing to when you're finally 
published, and that was true in my 
case. But when you stop to think 
about it, that’s true in the case 
of just about anything you want 
to pursue. 

I mean, you can’t become a profes- 
sional football player by going 
directly from high school to the pros. 
Or a professional ballet dancer or a 
gymnast or anything. You've got to 
really work at it. 

Writing is no different, and I think 
le underestimate that. Young 
, especially, when they start 


out and they're all excited and write 


novel at the age of 21 and send it in 


and it gets rejected, they quit. You 


can’t do that. You just have to keep 
going. 


’s a discipline like any other. 


Rebeces Guay started out as a 
-penciler for Marvel and DC 
Comics, but she’s since moved 
on into fully painting such 


comics as Homelands on the 
_ World of Magic: The Gathering 


and the book you're holding 
right now. Her work on 
- Homelands caught the eyes of 

the art director at Wizards of the 


_ Coast, and so her talent will 


now be put to use on painting 
agic: The Gathering cards as 
well. 

While some Magic: The 
Gathering card artists have 
graced the pages of some of 
Acclaim’s Magic: The Gathering 
comics, Guay is the first artist to 
move from the comics to the 
cards. The circle is now com- 
plete. 


What kind of training do you 
have? 


I went to Pratt Institute for 
Tilustration, so that’s my major 
art school training. I’ve been 
working in illustration for the 
past four years, since I graduat- 
ed. So I have a Bachelor’s of 
Fine Arts. Just your basic artist 
credentials, I guess. 


That’s more than many illus- 
trators have. A lot of comic 
book artists seem to be self- 
taught. 


It’s shocking, isn’t it? There’s 
a lot of people who say, “Oh, I 
learned from drawing Spawit!” 
[Laughs] 


How did you get into profes- 
sional illustrating? 


My work has always been 
along a very visually narrative 


estiny’s In theveands} 


A Chat with Rebecca Guay 


by Matt Forbeck 


bent. My passion for art comes — 
from a place where storytelling : 
“Better watch out! Magic: The | 
Gathering comics are licensed, _ 


is involved, whether it’s in one 


picture or several panels on a 
page. I’ve always been an illus- — 


trator, and it just really suits me 
well that there’s a profession 
out there that will pay me for 
doing that. [Laughs] 

I grew up loving classical 
fairy tale illustration and classic 
book illustrations by turn-of- 
the-century artists like Edmund 
Dulac and Arthur Rackham. All 
of the great illustrators really 
put me on track with that. 
That’s all | really ever wanted to 
do, so that’s how I got into illus- 
tration. 


What was your big break? 


In comics, it was a 10-page 
story for Marvel which I 
penciled. 


What have you done in the 
past four years? 


A mix of stuff. I was doing a 
lot of penciling when I first 
started. 1 did Black Orchid for 
DC for a year and a half. I've 
done various other smaller pro- 
jects. I’ve done a couple of 
issues of Swamp Thing, and I've 
done a couple of issues of 2099 
Unlimited. 

I had a few smaller penciling 


products aside from Black 


Orchid. | was on Babylon 5 for a 
while, which is not something 
I’m proud of exactly. [Laughs] 


Why is that? 


Because it’s Babylon 5. It was 
the dubious honor of being 
involved in a spin-off comic. 
But it was good! I’m not 


: knock g it. I'm pene sarcastic. | 


too! 


Wow! Yeah, you're right! It” 
just goes to show you how 
much fun I’ve been having with | 
Magic! q 

I’ve also done a lot of chil-) 
dren’s book illustrations and” 
children’s stories illustrations? 
for magazines and reading pro-7 
grams. I do paperback cover 
illustrations and a lot of trading» 
cards. : 
Over the past two years, I’ve 
really stopped penciling entire-" 
ly, and I’ve been working exclu-) 
sively at painting cards and 
painting comics. a 


What’s your favorite hing 
you've done so far?» 


I think it’s go 
Serra Angel com 
think Acclaim woul 
with me working | 
the more time I put 1 : 
happier I am with everything, - 
and I am very happy with the” 
book at the moment. 7 

The one thing I love about” 
working with both Acclaim and | 
Wizards of the Coast is that they 
really allow for me to interpret’ 
their characters in my own” 
style. They care about my vision — 
on the projects we've worked © 
on. 


How did you ae a 
Magic: The cm hi 


That ne ‘out of 
book I did with 
Homelands. When 
the Coast saw the p 


I presented to Acclaim for 
Homelands, they thought, 
“Well, we want her to do Magic 
cards.” They've been great, so 
I’ve been working with them 
a lot. 


Do you prefer painting over 
drawing? 


I’m a draftsman and a painter 
by heart, but I truly prefer both 
of those things over penciling. 
Penciling isn’t drawing. 
Penciling is penciling so that the 
inker can understand you. 

It’s an entirely different ani- 
mal. Penciling is like drawing 
with ink with a pencil. It’s the 
wrong medium. It’s like writing 
a book with a stick in the sand. 

Certainly there are people out 

there who are born-and-bred 
pencilers. I’m not one of them. I 
can do it. I enjoy it to a certain 
degree, but I love to draw. 
_ If people hire me to let the 
' pencil be the pencil, which is 
my kind of drawing, which 
I pretty much consider to be 
the same thing as being hired 
to do a painting as long as 
there’s nobody else involved, 
that’s great. The whole concept 
of penciling for an inker is 
very strange to me anyway. 


aR easement tines 


How has your technique 
_ changed over the years? 


The penciling was really a 
@ product of “What can I do 
' to make a living?” I simultane- 
ously have always painted. 
_ With painting, I started with oil, 
' and I've progressively over the 
ast few years moved to a water- 
_ color technique. It uses a lot of 
_ oils theories, I guess. 


— 


What’s your favorite Magic: 
The Gathering piece? 


The Serra Angel card. It came 
out, and it looks so great, and 
I just can’t believe it. It’s going 
to go in the book, and it’s 
' beautiful. 


“aes uid. Kaysa. has grown up 
fall in love’ with’ none , ot 


_ What becomes of this star-crossed couple 
in the twilight of Dominaria’s endless 
winter is the subject-of both this prestige 

format comic and the June, 1996 Ice Age 
_ expansion set, Alliances, from Wizards 
of the Coast. Also revealed in this story, © 
_ the flash point between Kristina of the 
_ Woods, and fan-favorite, Taysir: of 
_ Rabiah, which leads* to the tragic 

_ events of this summer's Planeswalker 

_ War! 


oes Sberesint Re: 


_ This 64-page book boasts the highest 
level of:.computer «coloring from 
_ Digital Chameleon, and also includes 
a complete chronology of the Ice 
Age of Dominaria; behind-the- 
scenes interviews with the creators 

behind Wizards of the Coast's 

Alliances. expansion, and a special 
' edition of Shawn Carnes' Seers 
Analysis that brings Magic: The 
_ Gathering players exclusive tips 

_ on using the new Alliances cards 
_ in their Magic duels! 

_ PRESTIGE FORMAT, FC, 64 pg 
$5.95 
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CONVOCATION. . 
A MINI-MAGIC: 


For artists, Magic: The Gatherin 
beautifully complex environment 
their trade. Every artist has their 
tion of the magic and mystery of L 
following page are examples of s¢ 
Magic as seen through different eyes. f 
dents of the School of Media Arts in Los A igeles, 
California all took part in a class exercise © de pict 
the special magic of Magic! 


The School of Media Arts 


From the very beginning, the School of Media 
Arts has been a pioneer, not only through instruc- 
tion in the challenging field of sequential art and 
all its forms, but also in its commitment to talent- 
ed students who might otherwise not be able to 
attend school because of lack of funds. Its reputa- 
tion has grown tremendously as one of the finest _ 


sts in general. | fe 
: : aly mastered the skills ece 
| 1s current 


environment to ea ee crea 
artistically. Students are exposed to a 


of styles and techniques from all over the 


world, but the emphasis is firmly plantes 
in sequential art, especially animation an 
Gad eign) 


Through the efforts of industry professionals, 

Johan and Norma Klingler, as well as Phil 
Rodriguez and his family, the school is develop- 
ing into a strong influence in the industry, | 
Contributors to the school have included such 
aap as Joe Kubert, William Stout, Greg 
and Tim Hildebrandt, Jeofrey Vita, Art Holeomb, 
and oe ce as well as professional screen- 


Rick Morales 
“Pikemen atop War Elephants” 


Suzanne Nielsen 


“White Knight with Scaled 
Wurm” 


Ken Min Louie Gonzales 
“Kird Apes and Barbary Apes” “Banshee under a Bad Moon” 


Louie Gonzalez 
“Orc General with Rod of Ruin” 


eaeegn tar ein ~~ “e es pao & 


' j | 


Mark Csaszar 


“Blood of the Martyr” 


titania 


Rivera, congrats to all of your 


i 


| below are two familiar names 
| to Magic fans.The first piece is 
| from Mark Csaszar, Armada’s 
| most prolific colorist, and an 


; 


| 


tor to our first Convocations 
| Gallery anda frequent consul- 


— ——— 


: Gerald Lee 
“Baron Sengir and Friends” 


| success thus far and all my 
best wishes for your contin- | 
|ued prosperity. As a little | 
| something extra, featured | 


|tant to much of the Magic | 
| that takes place in our books. | 


[ My thanks to all of the stu- | 
| dents at The School of Media 
| Arts for their hard work. 
| Great job you guys! And to 
Johan Klingler and Norma} 


| accomplished painter in his | 
| own right. The second piece is | 
| from Gerald Lee, a contribu- | 
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LEGEND OF THE FALLEN ANGEL 
ON THE WORLD OF MAGIC; THE GATHERING #1 
by Nancy Collins and Richard Kane Ferguson with 
Cover by Cl; lyde Cauldwell 
‘Includes a free, rare “Fallen Angel” Magic: The Gathering 
_ Chronicles card. 


Presenting the origin of one of the most powerful characters 


Fallen Angel. 
majestic Serra Angel summ 


sane 


cover by om sl fantasy Halse Glyde 


Jedit Ojanen 
Book 1 & 2 
David Boller 


Key 


Wayfarer 
Rick Bryant 
Val Mayerik 


Access the fantastic worlds 
created by Greg and Tim 
Hildebrandt, Joe Quesada, 
Boris Vallejo, Julie Bell, Rick | 
Bryant, David Boller, and many} 

more by visiting our site at 


Spiderwebart brings original 


sci-fi, fantasy, comic, animation, illustration, and 
bronze art right to your computer screen. 


In our Collectibles Gallery, you can buy everything from 
limited edition signed comic books to signed trading card 
sets, prints, posters, books, keepsakes, and portfolios. 


And for those of you who just got to have that original 
painting hanging on your wall, we have a great selection. 
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Phone: 201-292-6857 Fax: 201-984-6194 
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--IT'S EVEN HARDER TO SAY 
WITH A MOUTHFUL OF BLOOD! 


AG TC FEATURING INTERIOR ART 


& EXCLUSIVE “ALLIANCES” 
- THE GATHERING” PAINTED PREVIEW CARD BY 


LIMITED SERIES BILL SIENKIEWICZ 


©1996 Acclaim Comics, Inc, MAGIC THE GATHERING & URZA-MISHRA is TM & ©1996 Wizards of the Coast. 
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ON A WING AND A PRAYER 


Embark upon a dazzling adventure, as a young wizard who wants it all, summons the one 
being who can give it to him...the Serra Angel. The quintessence of white magic, combined 
with majestic war spirits, Serra Angels are among the most popular and powerful of the 
Magic: The Gathering pantheon. New York Times best-selling science fiction and fantasy 
author Margaret Weis (Dragonlance, Deathgate Cycle) delivers a story of spectacle 
and whimsy. She joins forces with Rebecca Guay, whose Homelands on the World of Magic: 
The Gathering has over 150,000 copies in print. 


Serra Angel on the World of Magic: The Gathering, A Fable of Dominaria is a fully painted, 
prestige format comics story, and includes profiles, background and illustrations covering 
all aspects of Serra Angel myth and lore. Shawn Carnes’ Seer Analysis column introduces 
tips and strategies to Magic trading card game players eager for new Serra Angel combos. 


$5.95 /8.35 CAN 


DIRECT SALES 
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